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President’s Corner:
by Matt Romey

| can hear it now: “Wait aminute, Matt’s not the presi-
dent!” Yeah, yeah hold your horses, | say. Asl’m sure
you al know by know, our esteemed president, Kent
Smoak, isin the hospital right now, being treated for
leukemia. In case you haven't heard this news, hereis
an excerpt from hisrecent email to the online club members:

Last Wednesday [October 7], | wasdiagnosed with Adult Acute
Lymphocytic Leukemia(ALL). Itisconsidered acute because
it occurred so rapidly. The primary symptoms of alow grade
fever and tiredness werefirst manifested this past August. . . It
is important to note that my form of Leukemiais curable. . .
For those of you who have taken time to call, send cards and
gifts or stop be to see me, thank you, thank you, thank you. It
means so much.

Last week Kent had a setback and had to start chemotherapy again, so
let’s let him know that we are al thinking about him by bombarding him
with calls and personal visits. Kent’s phone number at the hospital seems
to change frequently, so if you would like to call him and do not have the
number, feel free to ask one of the club members with internet access.

A Call To Arms: When | heard of Kent’s temporary detainment from his
presidential duties | decided that | would take the reigns of editing the
newsletter from him until he was back to snuff. | told Chuck Hammond of
my plan, and he subsequently (and without my foreknowledge) put out a
reguest for the SoCal internet community to put together the best newsdl et-
ter yet! The purpose of thiswas not to show Kent that we can do all of this
stuff without him, but rather to show him how much he has motivated us
to come together and make this club become areality.

Many people put alot of work into this newsletter. | have learned that
what looks easy is actually extremely time consuming. Kent has done this
himself for the past two years, and | now appreciate the level of effort and
dedication he has displayed in getting usthis far.

| am surewe have all taken Kent's hard work for the Southern California
ASL Club for granted inthe past. But | am hereto say “no more!” Thisis
acall to armsfor all Southern California ASL Club members: we need to
contribute back to this club all that we've taken from it! | hope that what
you hold in your hand isthefirst in aseries of newdettersthat is primarily
theresult of club member’s submissions. So, in the monthsto come please
follow the lead of the authors represented in this publication and send in
submissions to Hit the Beach! Give back to the hobby some of what
you've taken from it.

Enough with the mushy stuff. In run of the mill club news, West Coast
Meéelee is still scheduled to be held on February 5, 1999 at the Radisson
hotel in Culver City. (Also see the enclosed advertisement). Support the
club and the tournament and send in your pre-registration now!

Also, in Open Gaming News, Random Wargamers, late of TRW, has a
new venuein close proximity to old one. The new locationisat 501 South
Catalina Avenue in Redondo Beach. The playing hours are 1000 to 2000
and thereisaslight cover charge of $5.00 whichisthesameasBiola. Let's
support Random Wargamers by meeting there to play ASL. Mark your
calendarsaccordingly to reserve 11/14 and 12/19.

Karl Johnson has arranged an Open Gaming at Brookhurst Hobbies on
Dec. 12th from 1000 to 1900 hrs. Let's see agood turnout for this one, as
BH isthe best alternative we have in the Orange County areatill we get the
Biola site back, and we would like to have future Open Gamings there.
Thereisalso atentative Open Gaming at Dave Rosner’scondo on Nov. 21.
I’m sure Dave will let usknow if thisisago or not in the coming days.

Ok, that's al for this month. | just want to express my deepest thanks
and gratitude to Kent Smoak.

Get wdl soon, Kent!!
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Product Review: DOOMED BATTALIONS s, vougascra:

Doomed Battalions (DB) isthelatest (and likely
last) ASL release by Avalon Hill. DB coversthe
vehicles and ordnance of the Allied Minor com-
batants: Poland, Belgium, Holland, Denmark,
Greece, and Yugoslavia. The moduleincludes3
mapboards, new rulebook pages, 8 scenarios, 3
countersheets, and some overlays, and retailsfor
around $40. Without further ado, here's a de-
tailed look at the contents.

Counters

Probably the biggest selling
%5 © | pointof module, wefinaly have
Dutch trucks! Actually you get
alot more. There are lots of
funky vehicles, including sometwo-turreted Pol -
ish tanks. And despite what you might think
about Polish tanks, the turrets don't face each
other. Belgium wins the prize for dumbest AFV,
with a tank (the T-13 Il) whose turret points
backwards. You can rotate the turret, but then
you havetofold down theturret armor . . . dumb,
dumb, dumb. We also get the Danish Nimbus, a
motorcycle sidecar squadron sporting a20L AT
gun and an AAMG. Of course, all manners of
ordnance are also represented.

But that's not all. You aso get human wave
counters (for use with the new rules — see be-
low), various types of ammo depletion counters
(finally!), an Allied minor sniper, early-war SS
468s, and some special turret counters for the
two-turret AFV's. In addition, there are replace-
ments for the screwed up KGPII counters— now
your SS engineers can be blue, not purple. Plus
theincorrectly printed M4 hsts, 546s, and zook-
schreks have been fixed. Finally, you get two
Polish flamecatchers. . . er, flamethrowers.

Rules

First off, you get the Chapter H notes for all

the new toys. Asusual, theresearch isimmacu-
late and makesfor interesting reading.
Second, there are some replacement pages for
Chapter A. The biggest changes are rewrites of
the human wave rulesand control rules. TheHW
rule revisions, courtesy of Fritz Tichy, clean up
what was a gaping hole in the system. The new
rules are clean and don’t leave much room for
abuse. They are abit lengthy, but the basic con-
ceptissimple—you haveto establish ahex grain
which constrainsthe wave’'s movement. There-
visionsto the control section also clean up some
fuzzy concepts.

Third, there are two new sections for Chapter
B —villageterrainand railroads. Thevillageter-
rainruleswill befamiliar to anyonewho hasKGP
and/or PB — steeples, narrow streets, two-story
singlehex buildings, etc. Therailroad rulesadd a
new terrain type; they are quite different than

the RB railway embankment rules.
What you don’t get are armory pages for the
new counter sheets. Oh well.

Mapboards

Three of ‘em. First is board 9, the last of the
old SL rogue boards (so named because of the
original atrocious artwork) to be reissued. You
also get two al new boards, 44 and 45. 44 is
mostly open, very similar infeel toboard 4. Board
45 isinmy opinion the cool est looking board out
there. Itisacity board, but has a much denser
feel to it than any of the other city boards. It
featuresahuge“ government plaza’ inthemiddle
which dominates play, including a9-hex monster
of abuilding reminiscent of the board 6 chateau.
Be careful if you plan on alot of AFV bypass,
because many buildings are printed extremely
closeto the hexsides.

Overlays

Primarily these arerailroad overlaysto be used
withthe new rules. You also get some new build-
ing overlays. Finaly, thereis an overlay which
appears to be designed to cover the big building
on board 45.

Scenarios

You get eight new ones — they all look pretty
good to me. Here'san overview:

“AnUncommon Occurrence” —ameeting engage-
ment between German and Polish armor. This
features the two-turreted Polish 7TPdw tanks,
as well as their tougher 7TPjw brethren. The
Germans get ahodgepodge of armor —PZ I, I1s,
Ills, and some ACs. Thislooksto meto be abit
tough on the German, who is sure to be haunted
by the ubiquitous B11 on all his MAs.

“Round One” — a combined arms German force
triesto dig the Poles out of Warsaw. All kinds of
toys, with the Poles getting 75 ARTS, 37L ATS,
and somefortified building locations, and the Ger-
mans sporting PZ Is, Ils, 1Vs, and ACs, plus
DCsand aFT. Both sidesalso get a9-2 to moti-
vate thetroops. Not too long at 7 turns, this one
looks like the “must play” of the bunch.

“NoWay Out” —anight scenario. The Polesare
on attack herewith a2-1 infantry advantage plus
some TKS(L)s to lend armor support against a
lone 37L AT gun. The Germans do get some
reinforcements, including armor, so the question
iswhether the on-board forcewill beableto hold
out long enough.

“Fighting Back” — see detailed analysis below.

“Good Night, Sweet Prince” — seedetailed analy-
sisbelow.

“Art Nouveau” — The German are on attack here,

trying to sweep aside a Belgian blocking force.
The Belgians have avariable OB, with somein-
teresting choi cesto make around force composi-
tion. The Germans have a decided materiel ad-
vantage but the VCs look to require some alac-
rity in pressing the attack.

“Rescue Attempt” — Anocther German vs. Bel-
gianbrawl. Here, theBelgiansare beset by infan-
try groups attacking from different directions.
Towin, the Belgian merely needsto survive, but
isoutnumbered ininfantry morethan 2-1. How-
ever, the German has no tanks, whilethe Belgian
gets 6! This scenario also features a railroad
spanning the playing area.

“Pride and Joy” —the monster of the group, and
achange of pace, as Greek cavalry sweepsdown
on a large €lite Italian force. The Greeks are
supported by captured Italian tanks and sledge-
drawn artillery pieces. At ten turns and 20+
sguads for each side, this one will take awhile.
The VC look pretty tough for the Greek, but
they do have afairly intimidating OB.

Errata
Well, we' vegot some of that, too. Here' swhat's
been announced to date:

Scenario 89 (Rescue Attempt) — Overlays RR3
and RR4 should be RR11 and RR12.

Rules — Chapter H, vehicle note 2 —the illustra-
tion for the Vickers two-turreted tank doesn’t
make any sense as shown. Rotate the vehicle
counter 120 degrees counterclockwiseand it will.
Basically, theonly placetheturrets’ fieldsof fire
overlap is through the front VCA.

Counters — unfortunately there are a number of
errors here. The T-13 Il should be radioless.
Thefollowing artillery counters should havetheir
gun caliber overscored: C75 TR counters A-C,
and C120 M31 counter A. The model 17S 155s
should not be overscored on counters B& C; the
model 17S 75s should also not be overscored
(AP5 on the back is correct.) The Russian col-
ored M3A3s should have superior side turret
armor, not front. Finally, a few of the counter
illustrationsin the vehicle/ordnance notesarein-
correct — go by what is on the counters & the
corrections above. MMP has expressed adesire
to correct these errorsin a future release if pos-
sible.

Overall, though, not too bad given the time
pressure MMP was under with the impending
sale of AH to Hasbro. Thismoduleisadefinite
must-buy for any serious ASL player. Theword
is that supplies are rapidly running out, as AH
only did one print run (and no more are forth-
coming), soif youdon't haveityetI’d runtothe
store and buy one. Otherwise, no Dutch trucks
for you!

Hit the Beach
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Scenario Analysis:

By
Douglas Creutz

ASL 86: Fighting Back

26 Polish squads supported by 8 TKS tankettes
haveto march along way and then drive the Ger-
mans from the “government plaza” on board 45.
The Germans have a dozen squads plus 2 37L
AT gunsto stave off the Poles. Though the sce-
nario is 10 turns, the first half of the game is
spent moving the Poles into position. Thisisa
long one, but pretty good. My impression after
playingitisthat it isprobably alittle pro-Polish;
giving the German the balance (a9-2) may swing
it the other way. I'd happily take either side,
though.

Polish: Initially you havealot of ground to cover.
The buildings you have to capture arelarge so it
will takeafew turnsto dig the Germansout. Try
and get to board 45 as quickly as possible. You
have afew good axes of attack along both flanks
and the center. Armored assault can help you
cross the open ground on board 44; the German
shouldn’t have much to oppose you there be-
sideslong range HMG shots. Even these can be
neutralized by a well-placed smoke FFE. Once
you get to board 22 you can dance between the
blind hexes.

Any forces the German leaves up front should
be cut off and surrounded immediately — don’t
let them escape back to board 45. The armor is
especialy useful for this. (Frankly, itisn’t use-
ful for much else) VBM freeze whenever you
can, then bring up theinfantry. Theturn 4 flank-
ing force isn't big, but you can form a nasty
firebase by pulling the HM Gs off the AA-trucks.
Hopefully by turn 6 or so you should be apply-
ing pressureto themain line of resistance on board
45 from 2 or more different directions. Use the
tanks aggressively; if you can trade atank for a
German squad it is well worth it. | wouldn’t
sweat the positions of the German AT guns, ex-
cept perhaps to use 2-tank platoons so you don’t
get 3bagged at once.

German: Your biggest problemisthat your force

isreally inadequate to hold off the Poles. Fortu-
nately, you have time on your side, despite the
length of the scenario. The key isto husband as
much of your force as possible, keeping your
infantry alive for alast ditch stand in one of the
victory buildings. Depending on the main axis of
attack, either 45K2 or 4504 should be your
fallback point. Asthe defender, you should fol-
low one simple rule — whenever you are unde-
cided about whether to fight or retreat, retreat. If
you can preserve 7 or 8 squads for the endgame,
you can makeit very difficult for the Poleto root
you out of amulti-level building. Unlessyou are
very comfortable playing afallback defense, I'd
consider setting up 90-100% of your force on
board 45, just to be safe. Any units you leave
out as ‘ speedbumps’ won’t slow the Pole down
much and will just leave you that much more
shorthanded during the endgame.

You can try to ferret away a HlPster some-
where sneaky in one of the victory buildings, but
I’d prefer HIPing 2 HSs with the two ATRS to
pound on the Polish tanks. Put them in upper
levels somewhere and you can get alot of shots
off with them. The AT guns should be placed to
support your last ditch stand area. Remember
that you can't emplace in orchard-paved road
hexes, thus you can’'t set up HIP there either.
Your most important weapons system is the
HMG — take your shots from the upper levels
early on, but when the artillery is about to come
down, find cover.

be able to get into position with few losses. The
best axes of attack are up either flank; the south
flank offers better positions on the cana bank,
but the north flank offers a more covered ap-
proach route.  Second, you have to neutralize
the 37L AT gun to free up the tanks. Don't
worry too much about the 20L s, just don’t present
aflank shot. With the 37L down, the tanks can
cross and pave the way for the infantry. You'll
have to deal with the MGs at some point; use
VBM freeze, smoke, and pray for reasonable
ROF if theHMG is till inthe steeple. Don’t get
too crazy with the tanks, though, as their VP
maketheVC much easier.

Danish: Likethelast scenario, resisting thetemp-
tation to set up front is key. Look at how open
board 16 is. . . I'll bet you're thinking of what
some firelanes could do! Well, don't believe it.
The mobility afforded by the German tanks con-
signs anybody left on the east bank to a quick
death. Of course the HMG goes in the steeple,
and the wire goes on the two bridge hexes. You
might consider entrenching in 22BB10 to cover
the BB5 bridge with a MMG firelane. The AT
gunsarealittletrickier, asthey must set up (non-
emplaced) in the street; 1'd consider trying to
push them into the buildings to get more cover.
Note that the 20Ls don’'t even have gunshields.
22CC6 and 22EE6 are both good at-start loca-
tions for the 37L, with adjacent building hexes
that have good fields of fire. When the Nimbus
comes on, dismount the 20L and the AAMG;
thisgivesyou 3 AT gunsand 4 MGsin your OB.
Don't duke it out with the German, skulk when-
ever possible, as your ELR 1 infantry force is
very brittle. Hope that he bogs atank or two on
thewirebeforeherollsacolored“1”. Remember
too that you have the last player turn to launch a
counterattack.

Next issue: Round One and Pride and Joy

ASL 87: Good Night Sweet Prince

A dozen German squads supported by 3 Pzlls
must cross the board 22 canal. Facingthemisa
fragile but well-armed Danish blocking force. The
attraction here is the Nimbus AT-motorcycle.
This is a good tournament-sized scenario, and
appeared balanced in my playing.

German: Your battle planisfairly smple. First
you must havigate board 16 and get into position
for the bridge crossing. This should take you no
more than 3 turns. Between armored assault,
vehicular SD, and liberal deployment, you should

Where's the ladder ?

The Southern CaliforniaASL Club Challenge
Ladder hastaken ashort break to celebrate the
Thanksgiving holiday. It will return well fed,
bloated, and dreary from th I-tryptophan in
the next issue (when Kentisback againtotally
all the challenge results). Your challenges are
still being recorded, however. So, please con-
tinue to send your results to the laddermeister
Kent Smoak at 4241 Don Arellanes Dr, Los
Angeles CA 90008-4202. You can also send
the results by email to
kentsmoak @earthlink.net. Kent hasrequested
that, for the time being, you do not send re-
sults to him by phone.
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THE IMPERIAL JAPANESE ARMY:

When you absolutely, positively havetokill Americansin the PTO

by Chuck Hammond

| haveto begin this article with an admission: |
cannot believe | am doing this. 1’m not the best
ASL player in the world. All told, | probably
win about 50% of my games. When | play the
Japanese side, however, | win about 80% of my
games. Superior and inferior opponents have
often remarked on the skill with which | handle
our former Asian adversary, sowhenit cametime
to publish our mega-zineto honor Kent, | figured
that the Japanese would be aworthwhile subject
for me to discuss. At the same time, | can’'t
believe | am doing this because | feel like | am
giving up what little advantage | have over my
opponents in the ASL community (sniff!). But
then again we in the SoCal ASL Club give each
other hints and advice all the time, so | figure
“What the hell! Let ‘em haveit!” So without
further ado, here are some tips on how to play
the Japanese more effectively (I would suggest
that even those who think they “know the Japa-
nese’ also read on - | can amost guarantee that
you, too, will learn something you didn’t know):

Voluntary rout

Contrary to common belief, a Japanese full (not
reduced) squad can voluntarily rout. It does so
by breaking into two half squads. Usage: Those
two half squads, after routing to their leader (read:
Commissar) will rally back, under DM, on 7's,
8's, 9's and better. Recall also that a Japanese
HS's moraleis not decreased on its broken side.
One cool moveisto put a sguad or two out front
on the defense to slow your opponent down.
Right when hethinks he hasyour lonely squad in
avice, you voluntarily break (at which time he
protests because he does not think Japanese
squads can do that - you roll your eyes in re-
sponse, break out the ASLRB, show him rule G
1.13 and ask, plaintively, whether you can pro-
ceed with your rout phase now), rout back to a
waiting leader or rout with the leader the squadis
stacked with (aleader who, by theway, isconve-
niently immuneto both pinning and breaking - G
1.41), andrally intheensuing rally phase. If time
and opportunity present themselves, thetwo HS
can later recombineand — PRESTO! — they are
asgood as new!

SMC Banzai:
" Youlikedthat one, didn't you? Here's
= anequally dastardly trick that isnot eas-
ily defeated.
Say your stack or group of Japanese
squadsisin asituation where it hasto get away
from this monster American kill stack that can

hit your group no matter where they go. The
solutioniseasy: sacrificealeader, preferably an
8+1 or thereabouts. Send him on a one-man
Banzai Charge (G 1.5) toward the hostile kill
stack. The American isnow suddenly in the un-
enviable position of someone who must either
fire at the little twerp and incur First Fire penal-
ties (to say nothing of losing ROF) or alow the
leader to enter his hex, at which time the stack
may not fire out of the hex - A 7.212. Mean-
while, your Japanese squads, who seemed mo-
mentsago asif they would betaking areal pound-
ing, may now either leavethe American’sLOS or
approach that now-First/Final-fired American
with the girly-man morale and make him pay the
ultimate price for his interference in the sover-
eign affairs of the Greater East Asian Co-Pros-
perity Sphere.

Likewise, 8+1's and 8-0's make great DC He-
roes. While DC Heroesarenice, thereisno guar-
antee that you will have one and if you roll a 6,
the MMC attempting the creation will Pin - G
1.421. By transferringaDC to alow-level leader,
you will not be taking any such chances. In the
MPh, conduct aone-man Banzai with your leader,
who now has 8MF and a Morale of 9 (the same
movement and moraleasa TH Hero, not-so-inci-
dentally). Should he make it into the target hex,
he may detonate the DC immediately (i.e. in the
MPh - 1.424 last paragraph).

Knee Mortars:

In aword, Best Goddamn Light Mortar
in the War and, as you have probably al-
ready noticed, the Japanese receive tons

of them (in atypical scenario, they receive about
1LtMtr for every 4 squads). | am not goingto go
into detail about how light theknee mortarsare (4
pp fully assembled), their awesome range (1-16
hexes), their respectable ROF (1 at 1-2 hexes, 2 at
3-16), or anything of that sort. Rather, | amgoing
to talk about SMOKE usage. That puppy fires
WP6 at arange of 1-5 hexesand S7 at arange of 3-
10. The optimum rangeto target, therefore, is 3-
5 hexes. If the WP does not work, you have the
possibility of getting SMOKE. In either case,
the odds say you will probably get a shot off of
one or the other type. Moreover, becauseitisa
mortar, you have the potential for ROF, and thus
a smokescreen. Use the SMOKE to prep the
American for your coming Banzai Charge (includ-
ingthe SMC Banzai charge| describein#2) or for
the concealed Japanese squad(s) you want to
move ADJACENT to the American without be-
ing stripped of concealment (“Sharpen those

bayonets, loyal subject of the emperor! For the
time has come to dispatch some of Roosevelt's
cowboys!”). Finaly, be suretofireit inside the
American’shex so that hewill incur the extra+1
penalty for firing out of a smoke-filled hex. If
you are successful with WP, of course, the Amei-
can with the Michael Jackson morale level may
well break - A 24.31, so you may not have to
worry about loss of concealment or return fire
after all!

HIP

Yes, it istrue that the Americans, in atypical
PTO scenario, enter the map with what in
Ebonics* might be termed stupid firepower (of-
ten more than twice that of the Japanese) and
stupid equipment (including armor, FT, DC, and
HMG). Oneof the principle advantagesretained
by the Japanese in order to counter such advan-
tagesisHIP. Remember, 10% of your force (frac-
tions rounded up - G 1.631) gets automatic HIP
in addition to whatever HIPis provided by SSR.
In addition, any Japanese in PB may set up HIP
(along with that PB, which receives an automatic
HIP tunnel aswell - 1.632), T-H Heroes may be
setupHIPin’44 and’ 45 in pre-recorded hexes -
G 1.422, dl fortificationsare HIP (evenif inLOS
of the Americanif set upinjungle, kunai or bam-
boo - G.2). Depending on the scenario, this may
be a lot for the IJA player to remember, so |
suggest that you plan your defenses hours in
advance and go over them several times so the
American does not “A.2” you when you bring
out something that should have been revealed
before. At the sametime, do not bring out HIP
prematurely, which leads me to my next point.

Read G.4 severa times. Know it well. Itisa
godsend for thelJA. It basically saysthat Stealthy
(al Japanese 1% line and Elite are automatically
Stealthy - G 1.6) Japanese Infantry has three
choices when the American enters his Jungle,
Kunai or Bamboo location. Hecan: a) “bounce”
the guy back, ending that unit’s/stack’sMPh and
subjecting it to PBF b) let the American enter
and tear him anew one with TPBF or c) let him
pass. Of the three options, “c” is often the best
one. Therearetwo principlereasonsfor this: 1)
You will lure the American into a fal se sense of
security so jucier units come your way; also,
you will have a handy Infantry Unit running
around in hisbackfield to kill/capture broken units
and limit/break off hisrout possibilitiesand 2) If
you think far enough ahead, you can set up a
squad a few hexes “behind” your HIP Unit so
that when the DFPh comes up, you can encircle
the American by firing at him from either side.
Thisisacheap, effective and simpleway to take
American prisoners (and their SW). Be careful,
though: Encirclement cannot occur during the
MPh - A 7.7 - you have to wait until the DFPh if
you want to Encircle.

Continued on page /
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HELIL 253.5

ASL SCENARIO T7.875

VICTORY CONDITIONS: The Germans win if at game end
theyr Control == four Level 3 hexes of Hill 621, provaded that no
Lewel 3 hex is occupled by any Good Crder Fussian TWIWIC
andior Fuggian AFV with any functioning arrarment.

Mear PONYRI, RUSSLA, @ July 1943: Hill 2535, hotly contested and
paid for in men and rmachinery, finally fell into the grasp of the
pansergrenadiers. The Cerrnan’s precious arrnor reduced to tatters, the
dogzed Fussian defenders steadied thernseIves for a final counterattack.
Could the Germans hold what the 7 had fought and died for that day?
BALANCE:

Bussian: Delete one of the tao SPW 25101 frorm the Geran OB,

Grermar: Ilake the W& functional for the Pekpfer VD in 2006,

Simultaneous Set Up

1

END

German Moves First

ik ELR: 3 '

. M3:6-2-8
’ SAN:4 wf LG

2KS5: 15 Fox, 8-1,
4-4. 7w/ HMG

L5 KV -1 M4,
6-2-8 w/ LMG

2L6: KV -1 M42,
4-4.7

2ND: 2-2-8

2NS: 6L
ART (30)

2J6: 9-1,

2N10: 2-2-8 6-2-% wf LI

-\ : i .1= ,__?-ri'
E1R: 4 ' :
SAN:2 :
201:FzleT
201: 2.47 ~eliFzlgTiger
wi LG 281: 7.0,
467 wi LMG

2N4: 4-6-7

206: 4.6-7F 206: Tmm ohile
PzEpfw ¥D

2NZ: 103, 8-3-8 w/
Fus LMG &FT,
£-3-8 (Fat) w/FT

2P6: 70,
RT: 202: 4-6-T w/LMG,
SPW 2514 SPW 2514 4-6-T wiLMG

SPECIAL RULES:

1. B are Ivibderate, with no wind at start. Fussians have TWICL
capability, &1 Guns are emplaced.

2. Place Wire in P1, 02, B3, 54, 55, and 36, Place 3 AT mines
mP1, (i, and 58, Place 15 Foxholes in K5, Mé, OZF, P2, Q4, 05,
7. Units in hexes with Foxholes may st up in the Foxhole
location, up to the capacity of the Foxhole.
ayer. All
pilr%s.

3 A0 CA raay be get up freely h{,r the posgessi
functionng o e may place a -1 acgmsition in
4. Russians receive one 1942 FB with no borab at scenario start.

Hit the Beach

Aftermath: The Gerrnans attacked the machine gun nestatop the all
with flarne -thronwers, but were cut down by tank machine gun fire as
the v presse d forward fowards the smaller of the two surmmits.

Crediis: This scenario is based on the final round of the 1997 TASL
tournament: A5L Scenario T7 (Hill 253.5) between Paul Sanderson
and Hobert Feinstein, &5L is a trademmark of the fvalon Hill Game
Corpany. The production of this scenario is in no way affiliated with
bvalon Hill. Urnemodified, this scenario may be freely distrbuted.
Counter art is from WASL, by Fodney Kinmes, with graphics by Carl
Fung. Thiz seenario is dedicated to Kent Smoak, fo whom the
Southern California 851 Club is deeply indebted.  Roll low and get
well soon, Kent!
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Continued from page 4

A good Japanese defensive set-up in alot of sce-
narios should make the American feel like heis
entering a ghost town (The Green Hell and A
Tough Nut to Crack are good examples) whichis
transformed before hiseyesinto asort of Rambo-
movie nightmare wherethe huntersgradually be-
comethe hunted. Such an outcomeisenabled by
an intelligent employment of HIP by the 1JA

player.

Massacre/Har a-Kiri

“Now when would | ever make use of these
rules?’ youmay ask. Theanswer israther smple:
massacre your prisoners if you have any suspi-
cionsthat the guarding unit will begoinginto CC
or if your prisoners becomealiability (e.g. - you
are unableto fireyou MMC becauseit is guard-
ing more prisoners than its own US#). By the
same token, there is no excuse to be taken pris-
oner asthe Japanese, which gives your opponent
double VP and possibly info youwould rather he
not have (I am referring to the Optional Interro-

gation Rules- E 2). Before being taken prisoner
during a CC Capture Attempt, make a TC and
die on your own terms, like aman (G 1.641).

Tanks

What to do about them? As the Japanese, do
everything you can to kill American tanks (that
is, if you are playing an opponent who knows
how to use his tanks effectively; if not, let him
bumble around with his tanks thinking they are
making some sort of difference - you might even
sacrificeaHS or two for this purpose - and con-
centrate the rest of your forces on his infantry).
Light Mortars make surprisingly effective tank
killers/disablers. They have ROF, use AreaFire
and thus disregard AF modifications (except for
those listed in the C 1.55 Indirect Fire vs. AFV
chart on your QueeR-DuCk). Thusan American
Stuart (common in the PTO) can be killed on an
Effects DR of 2 and shocked/immobilized on an
Effects DR of 3. Fire often enough with ROF
and it will eventually happen.

T-H Heroes are of course another way. I’'m not
going to repeat all the rules associated with T-H

Heroes right now. You can read the rules your-
self. Rather, | am going to call your attention to
the fact that they can be HIP ed in advance in-
stead of created (thisisnot arule for which your
opponent’s consent isrequired). They may also
be created during the course of play, most nota-
bly during the Americans' MPh (as he attempts
to OVR or deaze-freeze you with VBM) and
during the Japanese APh(!). Even better, the T-
H hero canroll for ATMM (and receivesitona3
with no chance of pinning! - G 1.4231), thus
improving his already-respectabl e chances of tak-
ing out the American vehicle.

Finally, thereare your own men. Japanese never
take PAATC's (G1.62). A reduced squad also
retainsthe same CCV asafull-squad, so go ahead
and swallow the reduction on the way in — |
know you will trade a squad (or areduction) for a
tank any day, right?

Now go out and do the Emperor proud, will
you? As for me, it looks as though | may be
going into H-to-H Melee soon with my wife,
Kyoko. I'll bet you can’t guesswhere she’sfrom

After Action Report

By David Nicholas

David Nicholas and Chris Nielsen are currently
playing all the boxed scenariosin order, starting
with “ Fighting Withdrawal” on. Below is an Af-
ter Action Report ontwo of their latest, (but hope-
fully not last) both fromthe PTO theatre.

ASL 66: The Bushmasters. This has got to
be one of the worst-balanced scenarios I’ ve ever
seeninthe ASL boxes, unlesswe' re doing some-
thing wrong. The terrain is (as usual) horrible,
and while the Americans enjoy armor superior-
ity, they actually havelessinfantry than the Japa-
nese do. As the Americans you start out with
about 20 squads entering on the first two turns,
and two tanks, with another four on turn 4. The
Japanese have 10 squads, plus a 10-2 leader, 2
HMGs, and 3 bunkers. Most of this stuff will
set up HIP, even though the SSRs don’t tell you
they will, because of the rules in the book for
Japanese and bunkersin PTO terrain. Also, with
the PTO terrain rules, if the Japanese unit isin
jungle (lotsof that on the map), kunai (even more
of that) or bamboo (enough to be annoying) he
can remain HIP aslong as the American doesn’t
search thelocation or remaininit at the end of the
turn. Since the Americans haveto hold avillage,
this makes it very hard to do this, and would
have created problems for me at the end of the
gameif | hadn’t conceded earlier.

That being said, it looks, on its face, asif the
Americans have some serious advantages. First,
they get alot of firepower. They have 20 squads,
three of them 7-4-7s, and the remainder 6-6-6sor

6-6-7s, with a half a dozen half squads besides.
They get six tanks, two 60mm OBA modules,
two FTs and two DCs. They should be doing
pretty good, right? Unfortunately, they have to
clear the aforementioned village, westher abanzai
charge by 18 2nd-line Japanese squads that hits
your flank, overcome the three Japanese bun-
kers, crossastream that only hasawooden bridge
across it, and be on the other side with 40 VP
worth of stuff after ten and a half turns! Maybe,
with luck, you could do thisagainst the 10 squads
the Japanese starts out with, but against the
banzai also it takesway too long, in my opinion.
Anyway, | started out with an attack through the
village, running my armor support (when it ar-
rived) that way also. Chris had some of his stuff
cleverly placed (the AT gun was hoping | would
run through the kunai past hisjungle hex with a
tank) but | was making fair progressin the early
game. | actually got the OBA down a couple of
times (areal challengein jungleterrain) and the
tankswerecominginto play. Thenthefirst couple
of hitches occurred. First one of my squads
crossed a clear area and was fired on by two
HMGsfrominsideabunker, at 12-4 (1). Luckily
that squad survived pinned (Chrisrolled an 11 on
his initial shot, and actually broke one of the
HMGs momentarily). The bunker was well-
placed however, and with a-2 leader in there, he
could shoot alot of stuff up, and did.

It is at this point that the banzai appears. It
emergesfrom thewoodson your flank, and though
you havetimeto prepare (you' rewarned) you're
never really ready. One of the Shermans had a
gun malfunction, and I'd already lost two (one
due to my stupidity, the other due to bad luck
when | wasn't being stupid) so they weren't as
much help asthey could be, and the HM Gs with

the 10-2 opened up and cleared a path for the
banzai to run through. The result was the col-
lapse of my attack about halfway to my objec-
tive, with aclear inability to get the 40 VP across
the stream (mostly because | lacked the 40 VP
anymore). | didn’t like this scenario (in caseyou
didn’t get the message).

The current consensus on this scenario seemsto
bethat, althoughit isextremely unbalanced, itis
also tons of fun. | told David this, to which he
responded: it was about as much fun as having
your teeth pulled.” So, what do you think?

ASL 67: Cibik’sridge. This was an unusua
experience. Chris pointed out to me an articlein
one of the amateur zines (by Louie Tokarz, no
less) explaining that this scenario is horribly un-
balanced in favor of the Japanese. Christhen of-
fered (because he'd been winning so often) to
take the marines. | agreed, and we immediately
got into adiscussion of whether you can disband
acolumn if it's out of LOS of enemy units. My
feeling isyou can (if you can’t, the marine stays
off the road, and the Japanese walks across the
map not taking therequisitehill hexes, losing with-
out firing a shot). Anyway, we played it once
that you can’t, and Chriskilled mehorribly. L ook-
ing at the scenario now, | should have used two
columns, but it didn’t occur to me at thetime. We
replayed it with me being able to disband the
column, and this time the results were a little
better, but again he had a -2 leader with some
mean firepower, and severa kills were made
against stacks of stuff. He also had a half-squad
advance into CC with two squads of mine and
kill them in CC later, dying in the process. As
you might imagine | became very agitated, and
we gave up for the day....

Hit the Beach
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THE FUTURE OF “THE GAME”"

by EddieZeman

The Hasbro buyout of TAHGC hit us like a
Katyusha barrage! The knee-jerk reaction was,
“Oh my gawd, It'sover!”. For several reasons, |
don’t believe that it is “over”. The main reason
that ASL will live on is because of our passion
for the game. My experiences with the players,
designers, publishers and even with the Director
of Marketing of Hasbro Interactive, since “the
barrage” hit, have been favorable. But the real
question is, “Who will pick up the ball and run
with it"?

Here are the possible scenarios on what may
happen with The Future Of The Game:

Scenario 1. “Swept Under TheNoel Tree”: (Un-
der 10% chance of happening): Hasbro will
squash all Third Party Producers (TPP) with an
effectiveandintimidating legal threat. Thiseffec-
tively blocks everyone (including the RaT) from
further producing ASL. Hasbro then shoves the
“game” under the carpet and lets it sit until it
rots. End of “The Game'.

Scenario 2 : “Changing Of The Guard”: (20%)
Curt Schilling spills his wallet and buys ASL
(board gamerights, only) from Hasbro. Licensing

for ‘most’ TPPs is granted and the hobby lives
like never before! MMP establishes a ‘core’
braintrust and builds onto to our hobby. Thisis
our wettest dream.

Scenario 3: “(Maybe 30%) Hasbro follows le-
gal guidelines against TPP (as per “Noel Tree")
but then hires Don Greenwood and Bill Levay to
run AH products. Greenwood then nominates
another group (most likely, the MM P boys again)
to micro-manage (hey, | know corporate lingo!)
“TheGame”. ASL seesadlight rebirth but lack of
Hasbro interest sees maybe one game per
year...enough to keep uswhining but not enough
for usto give it all up. TPPs are reduced to the
pittance of submittals.

Scenario 4: “Riding Shotgun With The Fuhrer”
(40%): Hasbro jilts Schilling and holds onto the
rightsof “The Game” and hiresLevay and Green-
wood to produce ASL. TPPs are also alowed to
ride-along side-by-side with our new Fuhrer. The
games sees new highs and we all get divorced in
order to have the time to play all the new ASL
products which are released.

The week before | went to ASLOK, | received
acall from the Director Of Marketing of Hasbro

Kent Smoak
4241 Don ArellanesDr

LosAngelesCA 90008-4202

interactive. She told me that Hasbro has only
recently acquired AH and had not yet begun to
review their catch thoroughly. Only one game,
Diplomacy, was currently being developed for
the future. | wastold that they would be contact-
ing mewhen they knew thefutureplansfor ASL.

Two days|ater | phoned the Director back and
asked afew of my own questions. Thefirst thing
| asked was, “Would you sell metherightsto the
ASL board game?’ Sheanswered by saying, very
politely, that Hasbro had bought ASL for the
same reason that | wanted to buy it: to profit
fromit. Little did she know. Although my ques-
tion to her was purely rhetorical, | was feeling
her out (so to speak) to determine what luck
Schilling might havein hisattemptsto buy it....it
didn’t sound promising. | now know that, in real -
ity, she knew little about how miniscule ASL
was in the big corporate world and that she was
probably more conditioned to the big picture than
to something as small as“asl”.

Only afew days ago did | think that Schilling
had asurprisingly real chance of buying the game.
However, since hispost as of 10/29/98, | believe
that what the Director at Hasbro told meis prob-
ably true...ASL: Not For Sale. Schilling wrote
something to the effect that, “Hasbro intends to
fully support the ASL hobby”, means, to me,
that they plan playing Scenario 3 or 4. TPPs,
stand by!
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